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ABSTRACTFemale	characters	in	comic	books	are	often	designed	to	cater	to	male	preferences	and

audiences	(Burch	&	Widman,	2023).	The	hypersexualization	of	women	in	comics	can	directly

influence	cultural	standards	of	women	using	dehumanization	and	objectification.	This

literature	review	examines	the	controversial	discussion	and	seeks	to	answer	this	research

question:	“How	has	the	lack	of	realistic	presentation	of	female	characters	in	comics	influenced

and	shaped	societal	expectations	of	women?”		Peer-reviewed,	empirical	articles	were

exclusively	utilized	by	the	researcher	to	explore	this	question.	JSTOR,	ProQuest,	and

Research	Gate	were	the	databases	used	for	sourcing	quality	evidence	that	fit	the	following

themes:	female	comic	character	stereotypes,	humanization	in	comics,	violence	against

women	in	comics,	comic	gender	roles,	and	transmedia	influence	and	comic	culture.	This

collection	of	empirical	data	confirmed	the	presence	of	hypersexualized	female	characters.	The

data	also	resulted	in	interesting	overlaps	in	how	comics	influence	society’s	standards,	and

alternatively,	how	society	influences	comic	design.	This	overall	literature	review	implies	that

male	audiences	are	the	intended	demographic	for	comic	books,	and	consequently,	women’s

sense	of	autonomy	and	self-esteem	are	affected	by	it.	
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7Future	research	is	encouraged	to	explore	this	seldom-charted	problem	in	order	to	establish

stronger	connections	and	further	investigate	the	relationship	between	society	and	comic

books.	In	order	to	solve	this	problem	of	practice	as	a	designer	and	illustrator,	I	am

implementing	this	research	by	creating	a	graphic	novel	of	my	own;	one	that	emphasizes

strong	women	with	agency.

Keywords:	female	stereotypes	in	comics,	hypersexualization	of	women	in	comics,	transmedia

influence	of	comics,	idealism	in	comics,	media	and	comic	culture
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Comic	book	superheroes	are	beloved	and	revered	for	their	strength,	passion	for	justice,	and

selfless	actions	to	protect	all	walks	of	life.	These	characters	are	consequently	well-respected	and

have	been	cemented	as	cultural	icons	and	role	models	in	a	way	that	is	timeless	and	not	confined

to	the	boundaries	of	the	comic	book	page.	However,	the	upheld	idealism	and	stolidity	of	these

comic	book	characters	built	a	foundation	of	expectations	by	the	consumers	and	creators	alike,

especially	for	female	characters.	This	idealism	and	lack	of	humanistic	reality	in	female	comic

book	characters	risks	dehumanizing	and	objectifying	women	and	girls	in	real-world	society.	

The	consequences	of	this	idealistic	foundation	foster	the	hyper	sexualization	of	women	and	girls,

which	can	cause	objectification	in	women,	resulting	in	poor	mental	health,	body	image	issues,

and	insecure	feelings	of	autonomy.	Influential	comic	book	stories	and	characters	can	be

reimagined	into	films,	showcasing	them	to	a	wider	audience.	The	dehumanization	of	women

often	carries	from	the	page	to	the	screen.	The	result	of	women	being	exposed	to	images	of

objectified	female	characters	in	superhero	movies	included	recorded	feelings	of	diminished	body

esteem	and	equal	gender	role	beliefs	(Pennel	&	Behm-Morawitz,	2015).	
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As	a	future	illustration	professor,	current	art	teacher	and	comic	book	creator,	I	understand	that

respectful	and	thoughtful	representation	in	sequential	storytelling	matters.	This	factor	is

understood	as	an	unchanging	quality	of	society	and	culture,	a	fact	of	life	in	visual	entertainment.

By	reviewing	recent	and	current	literature,	I	investigate	and	contribute	to	the	understanding	of	the

representation	and	portrayal	of	women	and	girls	presented	in	comic	books	and	how	that

influences	real-world	society.	
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WHAT	IS	"HYPERSEXUALIZATION?"According	to	the	American	Psychological	Association,	sexuality	is	a	healthy	connection

between	mutual	partners	and	encourages	intimacy	and	healthy	bonding.	Hypersexualization

or	sexualization,	however,	is	the	opposite	of	healthy	sexuality.	“In	contrast,	sexualization

occurs	when:	a	person’s	value	only	comes	from	his	or	her	sexual	appeal	or	behavior	to	the

exclusion	of	other	characteristics;	a	person	is	held	to	a	standard	that	equates	physical

attractiveness	(narrowly	defined)	with	being	sexy;	a	person	is	sexually	objectified	-	that	is,

made	into	a	thing	for	others’	sexual	use,	rather	than	seen	as	a	person	with	a	capacity	for

independent	action	and	decision	making;	and/or	sexuality	is	inappropriately	imposed	upon	a

person”	(Zurbriggen	et	al.,	2010).

The	hypersexualization	of	women	also	occurs	in	other	parts	of	popular	culture	outside	of

comic	book	character	designs.	Barbie	dolls	are	designed	with	unvaried,	specific	body

proportions,	and	iconic	characters,	like	Max	Fleischer’s	Betty	Boop,	are	created	and	cemented

as	sexual	objects.	Pin-up	photography	and	illustrations,	along	with	the	previously	mentioned

pop	culture	icons,	are	defended	as	feminist	beauties	that	represent	female	independence	and

sexuality,	even	though	their	original	design	reflects	male	beauty	preferences	(large	breasts,

tiny	waists,	wide	hips,	and	small	or	pointed	feet).
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Figure	1:	Pin-up	“Near	Miss”

painted	by	Gil	Elvgren,	1964.	

Figure	2:	Original	Barbie	doll

photographed	by	Yvonne

Hemsey.	

Figure	3:	Animator	Max

Fleischer	posing	with	his

character	"Betty	Boop."	
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Figure 1. An example of pin-up 
art: an art style that sexualizes 
women to boost male morale. 
Reprinted from Planète Vintage, 
by G. Elvgren, 1966, Retrieved 
from https://planete-vintage.
com/en/blogs/blog-vintage/
gil-elvgren-pin-up-art?srsltid=Afm-
BOoqUY5UW3TMP7xdxosIDX-
HPJwCcm9-KaHGNOOIy21IFo-
M9tqxPtf. Copyright 1966 by 
Gil Elvgren.

Figure 2. Original Barbie doll de-
sign. Reprinted from History, by B. 
Holland, 2016, Retrieved from-
https://www.history.com/articles/
barbie-through-the-ages. Copyright 
2016 by Yvonne Hemsey. 

Figure 3. Animator Max Fleischer 
with his character, “Betty Boop.” 
Reprinted from Research Gate, 
by B. Hosea, 2012, Retrieved 
from https://www.researchgate.
net/figure/Max-Fleischer-and-Bet-
ty-Boop-undated-Publicity-photo-
graph_fig4_306103141.



Comic	books	create	a	foundation	of	popular	culture	on	their	own.	This	culture	expands	into

transmedia	convergences	and	directly	develops	into	consumable	mediums	like	film,	video

games,	merchandise,	cosplay,	and	comic	cons	(Poon,	2022.)	Superhero	comic	book

stories,	specifically,	have	been	projected	in	theaters	for	decades	and	are	still	being

produced	and	reinvented	today	across	streaming	platforms	in	the	form	of	film	and	series

content.	The	character	designs	and	narrative	of	comic	books	have	the	potential	to	become

concrete	as	a	timeless,	influential	pillar	in	societal	entertainment	and	expectations.	This	is

problematic	when	women	are	portrayed	as	oversexualized	and	dependent	on	men	for	their

rescue,	or	their	beauty	overshadows	their	personal	worth	or	abilities	(Facciani	et	al.,	2015).

In	a	study	conducted	by	Pennel	and	Behm-Morawitz	(2015),	a	sample	of	82	undergraduate

women	in	a	midwestern	university	were	shown	random	clips	from	superhero	comic	films	of

hypersexualized	female	victim	characters.	The	women's	initial	reaction	was	analyzed	and

recorded	as	potential	positive	and	negative	feedback.	Exposure	to	these	excerpts	resulted

in	women	with	lowered	body	esteem	and	diminished	egalitarian	gender	role	beliefs.

Positive	feedback	was	scarce,	but	eminent	in	the	belief	of	the	importance	of	body	and	self-

competence	independently	from	the	sexualized	female	comic	characters	in	film	(Pennel	&

Behm-Morawitz,	2015).	
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Women	in	comic	books	are	often	portrayed	as	helpless	victims	or	sexualized	side	roles;

these	characters	are	firmly	planted	in	exaggerated	gender	norms.	In	an	analysis	of

Marvel	Studio’s	comics	from	the	Silver	Age	(1960)	to	the	present	day	performed	by

Murphy	(2016),	female	superheroes	would	only	exist	within	the	egos	of	their	male

counterparts.	They	relied	on	their	male	counterparts	to	make	executive	decisions,

rescue	them	from	danger,	and	give	them	direction	in	life.	These	dehumanized	characters

were	also	victimized	in	violent	situations.	Female	characters	were	depicted	as

hypersexualized	victims	at	different	scales;	from	“damsel	in	distress,”	to	rape	victims

who	were	“asking	for	it”	as	a	result	of	their	fashion	decisions	(Facciani	et	al.,	2015).

Therefore,	the	purpose	of	this	study	is	to	explore	how	women	are	portrayed	as	female

characters	in	comic	books	in	order	to	discover	if	there	is	a	projection	from	female	comic

book	characters	to	real-world	societal	expectations	of	women.	Comic	book	culture	is

foundational	in	pop	culture	and	influences	societal	and	political	standards.	More

specifically,	this	study	will	seek	to	answer	the	following	research	question:	“How	has	the

lack	of	realistic	presentation	of	female	characters	in	comics	influenced	and	shaped

societal	expectations	of	women?”	
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In	order	to	answer	the	research	question,	“How	has	the	lack	of	realistic	presentation	of

female	characters	in	comics	influenced	and	shaped	societal	expectations	of	women?”

ProQuest,	JSTOR,	and	Research	Gate	databases	were	utilized	to	collect	empirical

research	articles.	These	empirical	articles	were	used	to	find	information	on	how	women	are

portrayed	in	comic	books	and	how	these	portrayals	affect	society.	To	be	included	as	a	part

of	the	current,	relevant	research,	articles	must	be	less	than	10	years	old	to	validate	the

current	study	for	problem	of	practice,	and	the	studies	must	be	peer-reviewed,	empirical

journal	articles	for	quality	purposes.	Key	search	items	on	Japanese	manga,	comic	strips,

and	indie	comics	are	excluded	from	this	study	to	concentrate	on	influential	comic	output

and	its	influence	on	American	societal	culture.	

METHODOLOGY15
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RESULTS	AND	EVIDENCE	TABLESThirteen	peer-reviewed,	empirical	articles	were	returned	from	literature	searches	to	answer

the	question,	“How	has	the	lack	of	realistic	presentation	of	female	characters	in	comics

influenced	and	shaped	societal	expectations	of	women?”	These	articles	were	published

between	2015	and	2024.	Seven	of	these	articles	were	quantitative,	two	of	them	were

qualitative,	and	one	of	them	was	both	a	quantitative	and	qualitative	study.	This	selection	of

ten	articles	focused	on	comparing	comic	book	character	proportions	with	real	life	people,

analyzing	narrative	and	character	dynamics,	and	real-life	influence,	including	market	sales,

target	audience,	and	transmedia	traction.	Two	of	the	returned	articles	(Vleet	et	al.,	2023;

Shawcroft	&	Coyne,	2022)	were	not	included	in	the	results,	but	studied	for	a	broader

understanding	of	the	problem.	
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22The	lack	of	equality	and	foundation	of	idealism	in	female	comic	book	characters	risks

dehumanizing	and	objectifying	women	in	society.	The	research	question	that	incentivized

this	literature	review	was:	“How	has	the	lack	of	realistic	presentation	of	female	characters

in	comics	influenced	and	shaped	societal	expectations	of	women?”	Key	evidence	and

findings	from	10	articles,	plus	additional	literature,	were	divided	into	two	main	research

results:	Sexual	Objectification	and	Violence,	and	Audience	and	Transmedia	Influence.

These	are	the	areas	where	the	analyzed	articles	overlapped	and	produced	consistent	data.

Despite	generalizing	gaps	and	limitations	within	the	empirical	studies	available,

overlapping	evidence	suggests	that	the	presence	of	hypersexualized	women	in	comic

books	influences	the	expectation	of	women	in	real	life	through	transmedia	traction,	male

audience	preference,	and	shifting	cultural	standards	of	women.	This	research	study

contributes	to	the	growing	body	of	research.	This	data	implies	that	consistently	designing

female	characters	in	a	dehumanizing	manner	has	the	potential	to	develop	into

expectations	of	real	women.	
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To	explore	hypothesized	hypersexualization,	researchers	recorded	physical	measurements	of

female	comic	book	characters’	bodies;	these	measurements,	Body	Mass	Index	(BMI),

Shoulder-Waist	Ratio	(SWR),	leg	length,	and	Waist-to-Hip	Ratios	(WHR),	were	calculated	to

compare	to	real	women	(Burch	&	Johnsen,	2020;	Burch	&	Widman,	2023;	Burch	&	Widman,

2024).	According	to	BMI	data	of	real	people	over	the	age	of	20	versus	comic	book	characters,

the	CDC’s	average	number	of	underweight	men,	at	0.9%,	was	compared	to	Marvel’s	male

comic	book	character	BMI	average	of	2.9%.	Meanwhile,	the	CDC’s	average	number	of

underweight	women	was	listed	at	2.9%,	compared	to	Marvel’s	female	comic	characters’

underweight	BMI	average	of	23.7%	(Burch	&	Johnsen,	2020).	

Marvel	comic	book	characters’	WHRs	were	compared	with	those	of	average	women	and

female	PornHub	stars,	which	resulted	in	a	noticeable	difference	with	a	ratio	of	.88%	in	average

women,	.68%	in	average	female	PornHub	stars,	and	.62%	in	Marvel	female	characters	(Burch

&	Widman,	2023).	Marvel	and	DC	female	characters	were	shown	to	have	longer	legs	than	their

male	counterparts	including	only	23%	of	female	characters	being	portrayed	with	no	heels	or	tip-

toe	walking	(Burch	&	Widman,	2024).	
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Statistical	evidence	suggests	that	female	characters	are	purposefully	designed	to	appear

sexually	pleasing	to	male	audiences	with	more	curves	and	smaller	waists	than	porn	stars

(Burch	&	Widman,	2023).	Concerns	and	implications	of	these	hypersexualized	and

exaggerated	female	body	types	include	risking	endangerment	of	self-image	and	influencing

potential	partner	expectations	of	women	(Burch	&	Widman,	2024).	Limitations	are	placed

on	comic	female	body	types	in	comparison	to	male	characters,	with	male	character	body

types	varying	three	times	as	much	as	female	characters,	implying	that	comic	women	are

objectified	by	design	(Burch	&	Johnsen,	2020).	

DC’s	Wonder	Woman	character	was	specifically	designed	to	break	free	from	the	overused

“damsel	in	distress”	stereotype	imposed	on	female	characters	by	giving	her	a	commanding

presence,	physical	strength,	and	her	own	narrative.	Despite	this	intention,	she	was

physically	designed	with	a	sense	of	conventional	beauty,	including	large	breasts	and	long,

bare	legs	(Guimarães	et	al.,	2024).	These	analyses	suggest	a	consistent	pattern	among

female	comic	book	character	design	that	women	cannot	appear	muscled	or	deviate	from

male	beauty	preferences,	even	when	they	are	fighting	crime	(Burch	&	Johnsen,	2020;

Guimarães	et	al.,	2024).	
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Figure	1:	Black	Widow	#2	(2020)	Cover

by	J.	Scott	Campbell

Figure	2:	Spider-Gwen:	Smash	(2023)

#1	Cover	by	David	Nakayama
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Figure 4. Black Widow Marvel comic book 
cover. Reprinted from J Scott Campbell, by 
J. S. Campbell, 2020, Retrieved from https://
jscottcampbell.com/products/black-widow-2-
j-scott-campbell-a-trade-dress?srsltid=AfmB
OoouuXukxlNoZ7OExLe-wr19V3JjUykSeNrIt
a2w93NAz7pd3irc. Copyright 2020 by J Scott 
Campbell.

Figure 5. Spider-Gwen: Smash cover. Re-
printed from Marvel, by D. Nakayama, 2023, 
Retrieved from https://www.marvel.com/com-
ics/issue/112882/spider-gwen_smash_2023_1. 
Copyright 2023 by Marvel. 



Violence	against	women	in	comics	has	been	documented	to	be	unchanged	between	1960	and

2014,	even	under	the	strict	censorship	regulations	of	the	Comic	Book	Code	Authority	jurisdiction

from	1954	to	2005.	Female	comic	characters	were	presented	as	hypersexualized,	objectified,

and	consistently	victimized	under	violent	crimes	from	1960	to	2016	(Murphy,	2016).	Themes	of

benevolent	sexism	and	rape	victim	blaming	against	women	are	present	in	comics	from	1991	to

2005,	including	evidence	showing	that	85%	of	total	comic	characters	are	male	in	this	timeline

(Facciani	et	al.,	2015),	suggesting	that	violence	against	women	appears	often	across	comic	book

narratives	despite	the	significantly	inferior	female	character	count.	Male	bias	among	influential

comic	book	artists	seems	to	be	prevalent	in	young	adult	graphic	novels	as	well,	with	evidence

showing	that	the	percentage	of	male	main	characters	from	2007-2013	was	48%	and	female	main

characters	at	24%,	and	the	remaining	22%	for	equal	protagonistic	roles	(Simmons,	2015).	

Throughout	this	literature	review,	the	findings	and	evidence	transitioned	from	how	women	are

depicted	in	comic	books	to	transmedia	and	real-world	influence	with	interviews	and	market	sales

analyses.	Hypersexualization	often	followed	the	female	characters	from	the	comic	book	pages	to

other	forms	of	media.	Comic	book	characters	often	make	their	way	into	film	and	television.	A

small	sample	of	volunteer	undergraduate	women	was	exposed	to	random	clips	of	comic-based

female	characters	in	superhero	movies	in	order	for	researchers	to	document	their	short-term,

initial	reactions.	
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The	results	showed	a	positive	correlation	with	interest	in	body	competence,	but	also	included

lower	self-esteem	and	lower	egalitarian	gender	role	beliefs	(Pennell	&	Behm-Morawitz,	2015).	

Target	comic	book	audiences,	primarily	male,	seem	disinterested	in	realistic	narratives	and

worldly	humanistic	expression	and	prefer	to	consume	exaggerated	characters	like	dominant

men	and	hypersexualized	women	(Addis	&	Troilo,	2016;	Burch	&	Widman,	2023).	Interviews

with	comic	book	marketing	experts	revealed	that	humanizing	factors,	like	appearance	and

vulnerability,	have	little	influence	on	comic	book	sales.	Consequently,	comic	titles	with	a	focus

on	humanization	reflect	a	negative	impact	on	market	sales	(Addis	&	Troilo,	2016).	

Comic	books	reflect	the	beliefs,	desires,	and	cultural	standards	in	the	real	world.	Female	comic

book	characters	are	subject	to	marginalization	and	expectations	in	comic	books	just	as	women

are	in	the	real	world	(Murphy,	2016).	In	Murphy’s	analysis	of	Marvel	comic	books	between	1960

and	2014,	female	occupation	and	agency	steadily	increased	from	1960	before	crashing	in	1990

as	a	reflection	of	cultural	backlash	against	the	narrative	(Murphy,	2016).	This	suggests	that

comic	narrative	influences	society	as	society	influences	comic	book	narratives.	As	comic	books

reflect	the	real	world,	they	also	deliver	intentional	messages	and	spread	further	through

transmedia	trends,	bringing	change	to	culture	through	commercialism	(Poon,	2022).		
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Besides	this	interpretation	of	the	data,	there	are	limitations	that	need	to	be	addressed.	These

limitations	include	smaller	qualitative	interviewee	sample	sizes,	comic	studio-specific	analysis,

and	limited	market	sale	samples.	Most	of	these	studies	mentioned	that	the	power	of	change

and	character	design	came	from	the	artists,	but	failed	to	mention	specific	names.	This	subject

of	research	is	significantly	limited	and	should	be	expanded	upon.	Further	investigational

research	is	encouraged	to	shed	light	on	the	interesting	relationship	between	comic	book

creators	and	comic	book	consumers	in	terms	of	symbiotic	influence.	

Future	research	would	include	exploring	the	transmedia	developments	of	comic	books,

especially	films,	as	well	as	an	extended	study	on	comic	book	consumer	preferences	on

character	design.	Other	aspects,	such	as	comic	book	artists	and	their	character	design

decisions,	also	need	to	be	analyzed.	A	qualitative	action	research	study	is	encouraged	in	order

to	understand	the	following	questions:	How	much	decision-making	power	do	comic	book	artists

have	in	female	character	design,	and	are	they	directly	influenced	by	consumer	preferences?

Do	comic	book	artists	express	artistic	freedom	through	character	design?	Do	specific	comic

book	artists	have	influence	over	their	audiences?	
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The	hypersexualized	design	choices	of	female	comic	book	characters	can	affect	women	in

real	life;	the	consequences	of	female	dehumanization	can	result	in	societal	objectification	of

women,	poor	body	image,	and	decreased	feelings	of	security	and	bodily	autonomy.	Different

branches	of	evidence	reveal	complex	and	controversial	results.	When	it	came	to	analyzing	the

treatment	of	women	in	comics,	all	studies	overlapped,	resulting	in	overwhelming	recognition	of

the	problem	of	female	dehumanization.	Indeed,	there	were	strong	quantitative	analyses	of	the

volume	of	female	bodily	exaggeration.	Interestingly,	evidence	suggested	that	comic	books

influence	societal	expectations	or,	contradictory	to	the	former,	that	society	influenced	the

design	of	comic	books.	

This	problem	of	practice	requires	extensive	future	research	in	order	to	bring	a	cohesive

answer	to	the	research	question,	“How	has	the	lack	of	realistic	presentation	of	female

characters	in	comics	influenced	and	shaped	societal	expectations	of	women?”	The	necessary

amount	of	studies	is	multifaceted	and	essential	to	learn	and	understand	this	problem.

Fortunately,	more	people	are	becoming	aware	of	the	issue.	Future	research	is	paramount	in

order	to	encourage	creators	and	consumers	to	portray	female	characters	as	male	characters

are	portrayed:	with	human-centered	qualities,	variance,	respect,	and	inspiring	narratives.	

LITERATURE	REVIEW	CONCLUSION29
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"The	active	roles	of	the	protector	are	masculinized,	having	strength

and	power	as	the	foundation	of	masculinity;	therefore,	femininity	is

seen	as	vulnerable	and	weak.

Consequently,	superheroes	are	men	because	men	are	understood

as	protectors	in	our	culture	and	women	more	often	appear	as

victims."

-Pennell	&	Behm-Morawitz	(2015)
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Figure	1:	"Bitch	Planet"	Vol.1	Cover	

Figure	2:	"Lumberjanes"	Vol.3	Cover

Figure	3:	"Handmaid's	Tale"	Graphic

Novel	page	18
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Figure 6. Bitch Planet comic book cover. 
Reprinted from Image Comics, by V. D. Landro 
& K. S. DeConnick, 2014, Retrieved from 
https://imagecomics.com/comics/series/bitch-
planet. Copyright 2014 by Image Comics. 

Figure 7. Lumberjanes comic book cover. 
Reprinted from Penguin Random House, 
by S. Watters, N.D. Stevenson, G. Allen, & 
G. Ellis, 2016, Retrieved from https://www.
penguinrandomhouse.com/books/806462/
lumberjanes-vol-3-by-shannon-watters/. 
Copyright 2016 by BOOM!Box. 

Figure 8. Handmaid’s Tale Graphic Novel page 
18. Reprinted from Penguin Random House, 
by M. Atwood & R. Nault, 2018, Retrieved 
from https://penguinrandomhouselibrary.com/
book/?isbn=9780385539241. Copyright 2018 
by Nan A. Talese.



PRECEDENTSThere	are	great	graphic	novels	in	the	world	that	represent	women	with	agency	today.

Some	of	these	tackle	violence	against	women	and	give	female	characters	a	voice	and

strength.	Three	examples	of	fantastic	stories	are	Bitch	Planet	by	Kelly	Sue	DeConnick

and	Valentine	De	Landro,	Lumberjanes	by	Shannon	Watters,	Grace	Ellis,	Gus	Allen,

and	ND	Stevenson,	and	The	Handmaid’s	Tale	(Graphic	Novel),	Renee	Nault’s

adaptation	of	Margaret	Atwood’s	novel.

Bitch	Planet	is	a	graphic,	powerful	comic	series	that	mirrors	the	violence	against

women	today	in	a	dystopian	world.	The	Handmaid’s	Tale	tells	a	similar	story	of

dystopian	oppression	of	women,	with	an	eerie	darkness	and	gorgeous	artwork.	The

Lumberjanes	series	features	friendship	and	female	camaraderie	with	supernatural

action	and	storytelling.

My	graphic	novel	is	different	from	these	powerful	stories.	I	wanted	to	focus	on	creating

a	science	fiction	action	comic	that	depicts	women	as	main	characters	with	humanity,

agency,	and	vulnerability.	The	way	I	portray	my	feminist	characters	is	casual,	as	if

depicting	female	roles	in	this	way	is	normal.	There	is	a	calling	for	powerful,	feminist

messages	and	warnings	against	oppression.	However,	my	story	shows	women	as

people	in	a	society	that	shares	an	equal	role	with	men.	I	wanted	my	story	to	show	a

feminist	depiction	in	the	action	genre	where	women	are	people	first	in	society.	
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THE	SOLUTIONThere	are	multiple	solutions	to	remedy	this	problem	of	practice.	In	the	research	field,	I	plan

to	contribute	to	the	limited	studies	by	conducting	a	quantitative	research	project.	This

project	will	consist	of	studying	previously	annotated	female	comic	characters	and

connecting	them	to	their	creators.	These	studies	were	robust,	but	none	of	them	mentioned

specific	perpetrators	of	creating	objectifying	female	comic	characters	by	name.	My	goal	is

to	construct	a	foundation	of	accountability	from	culture-sculpting	comic	book	creators.	

Another	study	I	plan	to	execute	is	a	large	scale	qualitative	study	focused	on	women’s

opinions	and	reactions	to	these	transmedian	female	comic	character	designs.	The	goal	is

to	pool	more	data	in	order	to	facilitate	a	proper	understanding	of	women’s	views	and

opinions	on	comic	book	designs.	As	a	creator	myself,	I	plan	to	publish	a	graphic	novel	that

focuses	on	putting	women	forward	as	people	with	agency.	There	are	very	limited	numbers

of	action	stories	that	empower	women,	so	I	want	to	put	my	own	out	into	the	world	and	let

people	experience	how	women	should	be	portrayed	in	action-packed	storytelling.	
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Image	and	quote	from	page	64,	"DC	Comics	Guide	to

Coloring	and	Lettering	Comics."

"...too	many	effects	can	simply	ruin	good	artwork.

Nowhere	is	this	more	noticeable	than	on	the	skin

tones	on	female	characters.	Over-rendered	female

faces	very	often	will	look	harsh	and	manly."

-	Mark	Chiarello	&	Todd	Klein
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Figure 9. DC Comic’s advice on rendering women’s faces. Reprinted from The DC Comics Guide 
to Coloring and Lettering Comics (29), by M. Chiarello & T. Klein, 2004, Watson-Guptill Publica-
tions. Copyright 2004 by DC Comics.



36Before	I	started	writing	my	graphic	novel,	I	thought	about	what	kind	of	story	I	wanted	to

read.	I	love	a	good	adventure	and	action	story,	but	I	also	like	a	touch	of	romance	to	raise

the	stakes.	The	biggest	concept	I	wanted	to	emphasize,	besides	giving	women	agency,

was	the	aspect	of	humanism.	What	do	I	mean	by	humanism?	I	wanted	my	characters	to	be

daring,	brave,	and	exciting,	but	I	also	wanted	them	to	be	tangible	and	relatable	in	a

vulnerable	way.	Oftentimes,	action	stories	tend	to	negate	heavy	consequences	to

decisions	or	meaningful	casualty	numbers.	Powerful	characters	in	media	tend	to	have

invulnerabilities	and	invincibilities	as	a	subconscious	design.	

I	wanted	to	portray	characters	with	super	powers,	of	course,	but	these	characters	would

have	real-circumstantial	consequences	to	their	powers.	Fire-wielding	people	would	need

fireproof	clothing,	and	people	with	supersonic	flight	would	break	their	necks	at	such	speeds

and	suffocate	at	high	altitudes	without	armor	or	neck	braces.	In	a	post-war	society	where

super	powers	are	possessed	by	everyone,	flying	individuals	would	need	flight	licenses	and

catch-and-rescue-training	to	rescue	falling	people	without	snapping	them	in	half.	

STARTING	MY	OWN	STORY
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In	short,	real	powers	come	in	contact	with	real	physics,	chemistry,	and	humanitarian	society.

Aside	from	the	logistics	of	humans	with	superpowers,	humanism	also	means	giving

characters	emotional	complexities.	Along	with	giving	women	strength	in	storytelling,	I	wanted

to	give	men	vulnerability.	There	are	male	characters	in	my	story	that	have	apparent	masculine

design,	but	they	have	emotions	and	handle	them	in	a	healthy	and	human	way.	

In	a	physical	way,	characters	are	designed	with	real	expressions,	male	and	female.

Characters	are	wounded	according	to	actual	combat	aftermaths,	and	they	carry	these	visible

wounds	throughout	the	story	as	they	heal.	Continuity	in	wounds	and	their	physical	side	effects

on	a	character	shows	weight	and	brings	the	audience	closer	to	living	their	stories	with	them.

We’ve	all	heard	countless	stories	of	all-powerful	characters	who	destroy	masses	without	a

single	cut,	but	what	about	powerful	characters	who	carry	broken	ribs	and	lose	battles?		
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39Creating	a	comic	or	graphic	novel	is	a	lot	of	hard	work.	In	a	comic	studio,	there	is	typically

a	different	role	for	each	step	of	creating	a	comic.	For	example,	the	writer	just	focuses	on

writing	the	script,	where	another	person	is	a	penciler,	another	inks,	and	another	is	a

colorist.	The	comic	studio	is	like	a	beehive,	everyone	has	their	role	to	complete	the

monumental	task	of	making	a	comic.	

As	a	solo	graphic	novelist,	I	must	be	all	of	these	professions	all	at	once.	Everything	from

writing	the	script	to	designing	the	layouts	to	rendering	the	pages	is	done	by	me.	In

comparison	to	making	a	movie,	I	have	to	be	the	director,	the	set	designer,	the	lighting

technician,	the	sound	producer,	the	actors,	the	costume	designer,	the	list	goes	on.	The	real

challenge	is	creating	a	comic	in	a	predictable,	timely	manner,	but	with	as	much	quality	as	a

multi-person	studio.	You	could	call	me	a	masochist,	but	I	love	creating	comics.	

STUDIO	VERSUS	INDIVIDUAL
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40SOLAR	SOLDIER:	MY	GRAPHIC	NOVEL"Solar	Soldier"	is	my	four	part	series	that	I	wrote	and	illustrated	completely	by	myself.	Here	is

the	overall	series	summary:	

In	the	year	3051,	Michelle	Archer,	a	Sky	Soldier	veteran,	creates	a	covert	safe	haven	beneath

two	corrupt	kingdoms.	A	militia,	the	Solar	Soldiers,	protects	this	secret	place	with	their	lives

under	Michelle’s	leadership.	But	when	a	paranoid	queen	threatens	the	annihilation	of	the

discovered	place	of	refuge,	Michelle	sets	off	on	a	mission	to	find	the	elusive	and	feared

Cyborg	Kingdom.	Her	desperation	drives	her	on	this	quest	to	seek	aid	and	boldly	conquer

both	kingdoms	at	home	to	save	her	people.

This	graphic	novel	series	was	designed	to	be	colorful,	dramatic,	and	action-packed.	I	wanted

an	action	story	with	weight	and	decision-related	consequences.	It	centers	on	giving	a	female

protagonist	agency	and	strong	leadership.	This	story	also	gives	male	characters	vulnerability.
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42THE	SCRIPTThe	script	structure	I	use	is	loosely	based	on	a	screenplay	for	films.	Each	page	of	a	script	is

equivalent	to	a	comic	page.	I	start	with	writing	the	story/scene	out	like	a	novel	and	make	story

edits	before	plugging	it	into	a	script.	I	split	the	section	of	a	page	into	“panels”	and	note	what’s

occurring	in	each	panel	(frame),	including	dialogue	and	onomatopoeias.	As	I	write	the	script,	I

simultaneously	draft	the	panel	thumbnails.	Planning	the	panel	contents	in	the	script	helps	me

visualize	the	physical	sizes	and	order	of	the	panel	thumbnails.	
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48As	mentioned	previously,	I	draft	the	panel	thumbnails	as	I	write	the	script	since	the	ideas	and

images	are	fresh	in	my	head.	These	help	me	determine	where	the	panels	will	go	and	how

they	will	create	eye	flow.	I	also	draw	simple	figures	and	shapes	in	each	panel	to	get	an	idea

of	what	the	final	page	composition	will	be	like.	As	I	plan,	I	leave	space	around	each	panel

thumbnail	so	I	can	change	ideas	as	I	go.	

Sometimes	a	design	(for	a	weapon,	as	an	example)	is	fresh	in	my	head,	so	I	sketch	it	out	on

the	thumbnail	page	so	I	won’t	forget	it.	All	of	the	thumbnails	I	create	are	a	smaller	scale	of	the

actual	finished	page	to	create	size	and	composition,	aspect	ratio,	and	continuity.	The	script

and	thumbnail	process	was	an	original	result	of	multiple	experiments	to	save	time.	I	found

that	doing	both	of	these	both	together	saved	me	hours	of	work,	which	is	always	a	main	goal

when	creating	sequential	media.	

THUMBNAILS
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51Human	touch	is	a	very	important	aspect	for	me	to	convey	when	it	comes	to	making

comics	and	graphic	novels.	From	rendering	styles	to	expressive	character	faces,	the

goal	is	to	connect	with	the	audience:	humans.	Giving	characters	expressions	is	a	crucial

part	of	adding	humanism	to	comics	and	graphic	novels.	Meaningful	and	clear

expressions	make	a	story	more	relatable	and	emotionally	moving.	For	example,	if	your

character	won	a	billion	dollars,	their	face	and	body	language	need	to	convey	sheer

excitement	so	the	reader	feels	it	too.	Or	imagine	a	grief-stricken	character	whose	loved

one	died	in	their	arms	with	an	indifferent	expression	and	casual	body	language.	It

wouldn’t	have	the	impact	that	was	intended	to	occur.	

I	prioritize	intensity	and	personality	in	my	character’s	facial	expressions.	Creating

expressive	facial	lines	for	characters	of	all	people	is	important	in	order	to	show	the

authenticity	and	humanity	of	a	character.	As	a	creator	who	comes	from	a	figure	drawing

studio	background,	producing	a	human-like	relatability	means	drawing	characters	that

move	and	physically	behave	like	real	people.	Instead	of	overextended	poses,	for

example,	I	try	to	convey	my	super-human	characters	like	real	people	so	the	reader	can

find	humanity	and	imperfection	in	them.	When	it	comes	to	designing	characters	with

superpowers,	I	focus	on	showing	physical	fatigue	and	bodily	consequences	to	inflicted

damage	versus	default	invincibility.	Invincibility	can	be	boring	and	seemingly	inauthentic,

especially	if	it	applies	to	all	characters	with	superpowers.

CHARACTER	DESIGN
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52When	I	was	studying	figure	drawing	in	my	undergraduate	years,	I	was	taught	that	giving

women,	specifically,	expressive	lines	and	wrinkles	makes	her	look	haggard	or	too

masculine.	I	was	formally	taught	to	censor	these	lines	on	a	woman’s	face	to	make	her

look	more	pleasing.	Since	then,	I’ve	made	an	effort	to	design	female	characters	with

“unconventional”	expressions	to	make	them	who	they	are:	humans.	I	do	the	same	for

male	and	nonbinary	characters	as	well.	Good,	soulful	expressions	take	the	story	farther

every	single	time.	

During	my	comic-making	process,	if	a	character	has	more	than	one	line	on	a	page,	they

get	an	expression	sheet	regardless	of	their	importance.	Expression	sheets	consist	of

drawing	multiple	different	expressions	of	one	character	and	sides	to	the	face.	They	are

also	drawn	with	a	full	body	study,	focusing	on	shape	and	clothing.	If	a	character	wears

something	different,	they	are	drawn	again.	This	may	sound	like	a	tedious	waste	of	time,

but	I	assure	you	that	it	is	essential	to	create	character	continuity.	This	also	helps	me	get

more	comfortable	with	drawing	a	character	over	and	over	again.	When	I’m	finished

drafting	a	character	sheet,	I	rip	it	out	of	my	drawing	pad	and	pin	it	to	a	visible	wall	next	to

my	work	station.	As	I	draft	a	comic	page,	my	head	bobs	like	a	bird	as	my	eyes	dart	from

the	reference	page	to	my	drawing.	Time	saved,	and	continuity	established.	
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55When	it	comes	to	aspects	like	world	building	and	combat,	for	example,	research	is	a

crucial	task	to	making	your	comic	believable.	Research	can	help	you	fill	in	the	gaps	of

your	knowledge	in	order	to	help	design	and	create	any	aspects	of	your	story.	For

example,	I	had	the	task	of	designing	an	original	hovercraft	plane	for	my	sci-fi-action

comic.	Without	any	research	or	references,	my	designs	looked	inadequate	compared	to

the	level	of	my	characters	or	buildings.	So	to	remedy	this,	I	went	to	a	library	and	checked

out	as	many	books	as	I	could	about	fighter	jets,	planes,	engines,	and	sci-fi	conceptual

designs.	I	researched	how	the	crafts	work	and	what	designs	would	aerodynamically	be

believable.	This	may	sound	lethargic,	but	it	was	necessary	for	me	to	understand	how	to

design	and	draw	the	vehicle	over	and	over	again.	

If	I	wasn’t	sure	how	to	draw	hand-to-hand	combat,	I	researched	it.	Sometimes,	I	took	a

basic	class	in	Krav	Maga	or	Brazilian	Jiu	Jitsu	to	understand	effective	fighting	techniques

in	order	to	draw	them.	In	short,	if	I	didn't	know	how	to	draw	something,	I	figured	it	out

through	references,	photos,	and	research	instead	of	winging	it.	

VISUAL	RESEARCH
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56PAGE	ROUGHSAfter	writing	my	script,	designing	page	layouts,	characters,	and	research,	I	create	an

actual	size	page	rough.	All	the	drafting	I	do	is	by	hand.	I	personally	feel	more

comfortable	designing	pages	by	hand,	and	I	can	do	it	quicker	this	way.	Drafting	by

hand	can	also	force	me	to	work	with	what	I	have	instead	of	relying	on	digital	layers

and	erasing,	which	can	take	more	time.	

When	I	measure	out	a	page,	I	take	the	thumbnail	for	that	page,	make	a	copy,	cut	it

out,	and	paste	it	next	to	the	large	page	for	quick	reference.	I	place	my	script	next	to

me	and	pin	up	my	character	boards	and	mechanical	designs	for	weapons	and	ships.

This	step	is	the	last	step	to	ensure	everything	fits	in	the	right	place.	Drafting	these

pages	at	their	actual	size	helps	me	understand	how	the	reader	will	perceive	the

composition	in	their	hands.	

I	only	use	three	tools	when	I	draw	my	page	roughs:	a	paper	pad,	a	ruler,	and	a

ballpoint	pen.	I	don’t	use	a	single	pencil	in	the	entire	process	of	creating	my	graphic

novel.	It	sounds	crazy,	but	it’s	just	another	way	to	save	time.	When	I	used	my	pencil,	I

found	myself	erasing	more	than	I	was	drawing,	and	that	wasted	a	lot	of	my	time.

Ballpoint	pens	are	cheap	in	bulk,	draw	as	light	as	you	would	like,	and	they	keep	my

work	from	smudging	so	they	last	longer	for	reference.	Drawing	with	a	ballpoint	pen

also	forces	me	to	work	with	my	mistakes	and	just	draw.	
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58Color	can	visually	make	or	break	a	graphic	novel.	It	affects	the	mood,	moves	the	story,

sets	the	environment,	and	so	much	more.	I	like	to	stick	to	a	specific	color	palette	per

page	to	unify	the	design	and	evoke	the	mood	of	the	page.	Color	is	a	powerful	tool	to

use	for	showing	the	emotion	of	the	characters	or	urgency	of	the	scene.	A	blazing	red

can	be	used	to	show	panic	or	action,	while	a	dull	purple	or	green	could	exemplify

loneliness	or	uneasiness.	I	use	textured,	digital	tools	to	color	and	render	my	comic

pages	to	save	time	and	resources,	and	to	ease	the	export	process	for	later.	

What	colors	you	choose	to	use	in	a	comic	can	set	the	stage	for	the	characters,	like	the

lighting	and	sets	for	actors	in	a	movie.	Choosing	colors	can	also	reflect	your	personal

style	as	an	illustrator.	Personally,	I	tend	to	favor	complementary	and	split

complementary	color	schemes	across	my	comic	pages.	Complementary	colors	are	the

colors	directly	opposite	of	each	other	on	the	color	wheel;	like	red	and	green,	for

example.	I	find	this	scheme	helps	deliver	my	personal	rendering	style	with	dramatic,

bold	colors	and	soft,	expressive	colors	to	carry	the	story.	As	an	illustrator,	it	can	be

challenging	to	choose	the	right	hues	in	order	to	convey	realism	in	your	character’s

world.	Making	your	world	believable	is	important	to	keeping	the	viewer	engaged,	and	it

helps	them	immerse	themselves	in	your	world	alongside	the	characters.	

COLORING
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Understanding	color	is	understanding	color	context	to	convey	realism.	Selective	realism

means	to	pick	and	choose	how	closely	you	want	to	follow	a	real-world-like	quality.	As	the

colorist,	you	have	artistic	liberties,	but	you	must	understand	the	rules	of	color	(like	color

schemes,	value,	and	intensity)	before	you	can	break	them.	When	using	selective	realism	in

coloring,	you	have	to	remember	one	of	the	most	important	goals	of	sequential	storytelling:

clarity.	Regardless	of	the	color	combinations	and	rendering,	the	viewer	needs	to	be	able	to

read	and	understand	the	scene	clearly	to	follow	the	story.	Sometimes	this	means	dimming

city	lights	behind	a	character	in	order	to	draw	the	focus	to	the	character’s	moment	in	time.	

Even	if	your	studies	or	references	protest	such	a	choice	for	realism’s	sake,	you	have	to	do	it

for	composition’s	sake.	Sometimes	I	struggle	with	choosing	my	battles	when	it	comes	to

color	selective	realism.	My	instinct	is	to	capture	the	qualities	of	real	life,	but	I	have	to

prioritize	color	composition	and	clarity	in	order	to	succeed.	

Knowing	how	to	use	traditional	methods	to	color	can	help	you	when	digitally	coloring.	As	a

studio-trained	illustrator,	knowing	how	to	use	paint	and	pastels	has	significantly	influenced

my	digital	coloring	skills	in	the	best	way.	Because	of	my	previous	knowledge,	I	understand

how	light	and	color	interact	to	create	depth	and	expressive	scenes.
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60Finding	a	permanent	rendering	style	was	the	hardest	part	of	creating	a	graphic	novel,

believe	it	or	not.	My	goal	was	to	achieve	a	polished,	professional,	and	easy-to-	read

style	that	could	be	achieved	quickly	to	meet	deadlines	and	create	a	larger	body	of

work.	I	also	wanted	to	focus	on	making	my	style	expressive	and	pleasing	to	look	at.	

After	researching	other	graphic	novels,	I	found	that	many	artists	fall	into	two	categories:

one	with	clear,	quick	styles	and	the	other	with	expressive,	rendered	styles.	The	clear,

quick	styles	are	looser,	more	reliable,	and	cleaner.	They	are	dependable	and	easy	to

shell	out	numerous	pages	to	get	the	story	told.	The	clear	styles	are	usually	easy	to

follow	or	less	interesting	visually.	The	expressive,	rendered	styles	are	gorgeous	and

filled	with	eye-catching,	heartfelt,	and	dramatic	storytelling.	They	are,	however,	hard	to

read	or	follow.	They’re	also	very	time	consuming	and	often	involve	sometimes	double

the	amount	of	planning	progress.	I	wanted	to	try	to	find	a	happy	medium	between

these	two	extremes.	I	wanted	to	create	images	with	dynamic,	expressive	artwork	in	a

way	that	is	efficient	and	easy	to	read	for	the	eye.

Unfortunately,	this	process	was	a	lot	of	trial	and	error.	Between	rendering	styles	and

word	bubbles,	experimentation	was	very	difficult	to	find	a	sweet	spot.	Eventually,	I

settled	into	a	good	middle	ground	between	smooth	eye	flow	and	dramatic	storytelling

with	a	time-saving	bonus.	

RENDERING	STYLE
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The	biggest	concept	I	wanted	to	emphasize,	besides	giving

women	agency,	was	the	aspect	of	humanism.	

What	do	I	mean	by	humanism?	I	wanted	my	characters	to	be

daring,	brave,	and	exciting,	but	I	also	wanted	them	to	be

tangible	and	relatable	in	a	vulnerable	way.	

Oftentimes,	action	stories	tend	to	negate	heavy

consequences	to	decisions	or	meaningful	casualty	numbers.

Powerful	characters	in	media	tend	to	have	invulnerabilities

and	invincibilities	as	a	subconscious	design.	

-	Renee	Martin		
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"You'll	notice	the	rendering	style	and	coloring	changes

throughout	these	excerpts.	Between	these	pages	are	mindful

and	systematic	experimentations.	My	goal	was	to	find	a

balance	between	clear	eye	flow	and	expressive	rendering."

-	Renee	Martin		
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108THESIS	EXHIBITIONMy	thesis	exhibition,	My	Love	Letter	to	Women:	Giving	Women	Agency	in	Comics,

featured	a	mix	of	traditional	studio	pieces	and	the	comic-making	process	at	Oklahoma

Contemporary	Arts	Center.

Solar	Soldier,	my	graphic	novel,	was	displayed	on	a	large	television	screen;	it	flipped

through	all	the	pages	I’ve	rendered	and	colored.	Two	covers	were	presented	on	large

poster	boards,	and	a	mock	workstation	resided	in	a	large	corner.	The	work	station

resembles	how	I	produce	these	pages	in	real	time,	including	pinned	character	sheets,

a	ballpoint	pen,	and	a	paper	pad.
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111For	traditional	media,	I	redesigned	the	queen	cards	of	a	deck	as	monochromatic,

watercolor	illustrations.	Each	suite	represented	the	different	parts	of	femininity	with

different	characters.	These	characters	are	real	women	in	my	life,	and	they	chose	what

suite	they	identified	with	the	most.	The	meanings	of	each	suite	and	how	they	connect

to	femininity	are	below.

Hearts:	Hearts	are	a	renowned	symbol	of	love	and	passion.	This	suite	represents

emotional	intelligence,	companionship,	and	the	bridge	across	all	divisions	of	the	world

and	of	life.	Hearts	are	also	considered	the	center	of	traditional	femininity	and	beauty.

Clubs:	The	club	suite	is	represented	by	a	clover-like	symbol,	one	that	reminds	you	of

earth.	Clubs	symbolize	agriculture,	harvest,	and	abundance.	Traditionally,	this	suite

symbolizes	the	lower	class,	or	peasants.	However,	clubs	represent	the	nurturing	and

gracious	parts	of	femininity.

Diamonds:	Diamonds	represent	wealth,	luxury,	and	the	upper-class	members	of

society.	This	symbol	also	represents	the	implications	of	the	responsibility	wealthy	and

powerful	individuals	possess.	In	femininity,	diamonds	symbolize	power,	confidence,

and	a	sense	of	leadership	and	responsibility.

Spades:	The	spade	symbol	almost	resembles	an	arrowhead.	Spades	represent	war,

valor,	and	conflict.	This	suite	also	represents	bravery	and	assertiveness	in	leadership

and	life.	In	femininity,	spades	symbolize	leadership,	protection,	and	a	fighting	spirit.

111



112Another	piece	of	traditional	media	was	Not	Made	for	Your	Consumption,	a	48x48

acrylic	painting.	This	work	was	to	connect	myself	with	my	formal	studio	roots,	including

hiring	a	model,	creating	study	sketches,	and	working	with	paint	by	hand.	I	designed	the

concept	of	the	main	figure	as	a	butterfly.	The	clothes	are	all	black,	and	the	wings	were

inspired	by	the	Pipevine	Swallowtail	butterfly.

This	piece	is	an	homage	to	a	work	I	sold	at	my	undergraduate	exhibition	in	2022,

Chained	Butterfly.	This	piece	depicted	a	butterfly	woman	flying	with	such	vigor	that	she

would	inevitably	break	the	chains	from	her	wrists.	Instead	of	a	powerful	woman

overcoming	oppression,	I	wanted	to	depict	a	powerful	woman	succumbing	to	violence

against	her.	Even	though	she	is	fighting	with	her	last	breath,	she	loses	her	freedom,

her	autonomy,	and	her	life;	much	like	countless	women	today.
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115Lastly,	I	painted	a	mailbox	with	feminist	messages	and	ornate	patterns	to	present	at	the

exhibition.	Guests	can	open	this	mailbox	to	find	it	full	of	letters	in	pink	envelopes;	these

letters	were	my	handwritten	message	to	women.	This	piece	was	the	bridge	that

connected	my	work	in	comics	to	my	direct	message	of	giving	women	agency	in

sequential	storytelling.	These	letters	reminded	the	reader	of	their	strength	and	to	never

let	anyone	silence	them.	It	read	a	promise	from	myself	as	a	creator	to	represent

women	from	all	backgrounds	and	ages	with	dignity,	respect,	and	sincerity.
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119THE	FUTUREAs	a	future	illustration	professor	and	aspiring	comic	book	creator,	I	understand	that

respectful	and	thoughtful	representation	in	sequential	storytelling	matters.	The	wielder

of	the	pen,	or	brush,	holds	immense	power.	In	the	famous	last	words	of	Spider-Man’s

Uncle	Ben,	“With	great	power	comes	great	responsibility.”	I	intend	to	take	on	this

responsibility	with	sincerity	and	honor	by	representing	both	male	and	female	characters

as	people.	People	who	have	flaws,	vulnerabilities,	and	agency	in	their	stories.	Let	this

thesis	be	documented	as	not	a	conclusive	end	to	my	research	and	execution	of

practice,	but	a	beginning	to	an	enlightening	and	challenging	career.	
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